Abstract: For the energy management problems for demand response in electricity grid, a simulated annealing based fuzzy Markov game consumer energy management controller (CEMC) is proposed. Because of the uncertainties and highly time-varying, it is not easy to accurately obtain the complete information for the consumer behavior in electricity grid. In this case, the fuzzy Markov game offers a promising platform for robust control in the presence of the bounded external disturbances. The energy usage uncontrollable is considered as a disturber. The fuzzy inference and simulated annealing are introduced in order to facilitate generalization in large state space and balance exploration and exploitation in action selection in Q-learning individually. Simulation results show that the proposed controller can learn to take the best action to regulate consumer behavior with the features of lower end-user financial costs and higher consumer satisfaction.
INTRODUCTION
The ongoing changes of the smart grids have called for demand to become smarter as well in ways that comply better with the volatility of the price signals. According to [1] , demand response can be defined as the changes in electric usage by end-use customers from their normal consumption patterns in response to changes in the price of electricity over time. By suitably adjusting energy prices, electrical load can be shifted from periods of high or peak demand to other periods, thereby reducing the ratio of peak to average loads. Although the emergence of demand response brings about more flexibility and options for both the supply and demand side, it also increases the uncertainties in their planning and operation [2] . With real time variable pricing, consumers face an infinite sequence of decisions to use a particular device now at known prices or to defer using the device until later at possibly unknown prices. Each decision implicitly requires the consumer to estimate what future energy prices may be and weigh this differential cost against the dis-utility of waiting. So, energy management algorithms are a necessary part of demand response. A major problem here is the lack of information related to the different characteristics of consumer energy usage fashion and device. In order to overcome the above-mentioned difficulties of devising a mathematical model [3] , the energy management scheme with learning capability has been employed [4, 5] . In this case, Q-learning shows its particular superiority, which just needs very simple information such as estimable and critical information. It is independent of mathematic model and priori-knowledge of system. It obtains the knowledge through trial-and-error and interaction with environment to improve its behavior policy [6] . But because the large state space in electricity grid, the learning agent could not visit each state in a reasonable time and the usual approach of storing the Q-values in a look-up table is impractical [7] . In this paper, we adopt fuzzy Q-learning, which is an adaptation of Q-learning for fuzzy inference system, to facilitate generalization the state space. Both the actions and Q-values are inferred from fuzzy rules. Furthermore, we introduced the simulated annealing to deal with the action selecting problem. On the other hand, the energy usage for some electric devices is uncontrollable. Energy is first allocated to the demand of these devices and the remaining energy is given to the demand which is controllable. In this paper, we introduced the fuzzy Markov game, which is a generation of fuzzy Q-learning to a multi-agent setting. We consider the uncontrollable energy demand as a disturber. In this paper, a simulated annealing based fuzzy Markov game consumer energy management controller is proposed. It can behave optimally without the explicit knowledge of grid environment, only relying on the interaction with the unknown environment and provide the best action for a given state. Through learning process, the proposed controller adjusts the consumer energy usage behavior to optimal schedule. It responses to the price signal to reduce the average end-user financial costs and improve the consumer satisfaction.
RESEARCH METHOD

Architecture of the Proposed Controller
The architecture of CEMC is shown in Figure 1 . It acts as an energy management agent with regulation ability in demand response process. The inputs of CEMC are composed of the sequence of energy prices ( ) p t + ∈ R , and the sequence of consumer energy demand vectors
is the number of consumer electrical devices. The vector ( ) z t is the energy demand uncontrollable. The output of CEMC is the vector of energy allocated to devices, which is called the energy control policy ( ) M u t + ∈ R . The value of ( ) m u t is the energy allocated to device m at time t . The learning agent in CEMC and the electricity grid environment interact continually in the learning process. At the beginning of each time step of learning, the controller senses the states for grid and gets the estimate signal. Then it selects an action to make decision on how energy usage is scheduled for devices. After that, the grid changes its state and gives a new estimate to the controller. Then the next step of learning begins.
Pricing
User demand Controller In general form, Q-learning algorithm is defined by a tuple , , , e P < > S U , where S is the set of discrete state space of smart grids; U is the discrete action space, which is the feedback signal to consumers; : e × → S U E is the estimate of the agent; :
is the transition probability map, where
is the set of probability distributions over state space S . Q-learning learns utility values (Q-values) of state and action pairs. During the learning process, learning agent uses its experience to improve its estimate by blending new information into its prior experience.
Let π be the policy of learning agent, for a given initial state s , agent tries to minimize the discounted sum of estimate values, with discount rate [0,1)
Where, the policy π is defined over the whole course of the learning process. The basic idea of Q-learning is to find an optimal policy by learning the values of a so-called Q function. ( , ) Q s u is defined as the expected discounted estimate value that is received by executing action u in state s and following an optimal policy thereafter [7] . Q function can be defined as Q-learning provides us with a simple updating procedure, in which the learning agent starts with arbitrary initial values of ( , )
Q s u for all s ∈S , u ∈ U , and updates the Q-values as
where
is the learning rate. The convergence rate of the learning algorithm is determined by the value of α . If α is small, the convergence rate will be slow but it will easily tend to stabilize; if α is large, the convergence rate will be fast but it will not easily tend to stabilize. On the other hand, if β is large, systems will easily tend to follow the current policy so that it will not have more opportunities to find a better policy; if β is small, systems will not easily follow a policy so that it will do explorations all the time.
This will cause the convergence rate to be slow. e is the estimate function, which will be discussed in next section. S is the state of system defined as
By CEMC, the start of some devices may be delayed or only a portion of the total energy necessary is allocated. When the completion of the device's operation is postponed until a later period, a pending backlog of needed energy is created. The pending energy backlog is written as ( )
Estimate Function
Estimate function is the criteria of learning performance that mathematically represent consumer preferences in the economics. The consumer bears two types of costs: financial cost of consuming energy and the dis-utility of waiting for a device to operate and complete its work.
The financial cost at time t is
We assume consumers would prefer to have devices operate sooner rather than later, and that we can express this preference as a strictly concave function called dis-utility function ( ( )) m U x t + ∈ R . As consumers wait longer for a device to complete its work, the dis-utility function increases in value, reflecting the consumers' dis-satisfaction of waiting. The dis-utility function is strictly convex, positive and increasing, and different devices will have different dis-utility functions. The dis-utility at time t is
For a given state, ( ) t s , and energy control policy, ( ) u t , the estimate function defined as cost incurred is the sum of the financial cost and dis-utility cost
where 0 λ ≥ determines the trade-off between the financial cost and dis-utility cost. The objective is to find the best energy control policy * u that minimizes (9).
Fuzzy Markov Energy Management
In Q-learning based control, the usual approach of storing the Q-values in a look-up table is impractical in the case of a large state space in electricity grid. Fuzzy Q-learning is an adaptation of Q-learning for fuzzy inference system (FIS). In electricity grid, FIS relies on three parameters ( , , ) x d p to generate a selected action u . Fuzzy Markov game is a generalization of fuzzy Q-learning to a multiagent setting. FIS structure depends on the number of variables in the state vector and the number of the fuzzy sets used to sense each variable. Fuzzy Markov game only adjusts/tunes the conclusion part of fuzzy rules, and the input fuzzy labels are set using a priori task knowledge of user. In order to code control policies, we maintain a parameter vector q represented by ( , , ) 
In order to explore the set of possible actions and acquire experience through reward signal are selected using an exploration/exploitation policy (EEP 
Global continuous control action at instant k is generated as
where ( ) 
Then, we calculate global target value
Q-values are obtained by the FIS outputs, i.e., inferred from the quality of the local discrete actions, as
Actually, i d + is a random disturber action in each rule (generated by a random action generator), but to maintain uniformity in the notation of ( , , ) 
Although a continuous action c u is used for control, for learning, we use the discrete action 
and q parameter values are updated as ( )
, , , ,
where [0, 1) α ∈ is the learning rate. The convergence rate of the learning algorithm is determined by the value of α . If α is small, the convergence rate will be slow but it will easily tend to stabilize; if α is large, the convergence rate will be fast but it will not easily tend to stabilize. On the other hand, if β is large, systems will easily tend to follow the current policy so that it will not have more opportunities to find a better policy; if β is small, systems will not easily follow a policy so that it will do explorations all the time. This will cause the convergence rate to be slow.
Simulated annealing based fuzzy Markov game
Finding the proper balance between exploration and exploitation in action selecting is one of the key problems On the one hand, the learning agent may want to explore unknown states and actions to collect new information about its environment. On the other hand, the learning agent may want to exploit its current knowledge of the environment by executing the action that is expected to maximize the cumulative payoff. When the selection is greedy (i.e., exploitation), it will lead to locally optimal policies that possibly differ from a globally optimal one. But, excessive exploration will drastically decrease the performance of a learning algorithm, and in some cases might be even harmful with respect to the learning results themselves [9] . A popular strategy proposed to deal with this problem is the greedy ε − strategy (with 0 1 ε ≤ < ). The value of ε has obviously a great impact on the algorithm. Sutton compared the performance of learning for different ε values and concluded that the result for a nonzero ε is usually better than that for ε equal 0, which means that -greediness is effective. However, excessive exploration becomes unnecessary after a period of an initial interaction between the agent and the environment. Therefore, we have decided to explore the possibility of improving the simple greedy ε − strategy by appropriately reducing ε during the learning process. This will not only improve the ability of agent to acquire new knowledge, but will also allow the algorithm to avoid performance decrease due to the constant value of ε . Thus, the task of finding the optimal policy is transformed into searching for an optimal solution in a combinatorial optimization problem. Then the simulated annealing is applied to the searching procedure in order to control the balance between exploration and exploitation. In rule Obviously, the simulated annealing does not greedily reject all the suboptimal solutions, and the optimal state can eventually be reached. Although the temperature-dropping criterion can be in general arbitrary, we use the geometric scaling factor criterion to reduce temperature according to the following
The cooling rate 1 γ < decides the decreasing velocity of the temperature. Usually γ is a constant factor close to 1, in order to guarantee a slow decay of the temperature factor in the algorithm.
SIMULATION RESULTS
In this section, we present a numerical example of CEMC. As expected, CEMC has the desired DR behavior, shifting the time of operation and allocation of energy in response to pricing signals. We also explore the impact of different parameters on the behavior of the algorithm. The consumer demand selection process ( ) d t follows M independent bursty Markov chains taking values of zero or one. Likewise, the energy price process is driven by a binary Markov chain. Figure 3 and Figure 4 shows a representative aggregate consumer selection trace and associated aggregate energy control policy trace and illustrates the desired DR behavior. The vertical axis is in normalized energy units and the horizontal axis units of time. The upper plot is of the total energy selected by the consumer in time t . The lower plot is the total energy allocated by the CEMC at time t . In time period one, the controller estimate that current energy prices are lower than future prices. So the optimal control policy allocates approximately the quantity of consumer device requiring. In time period two, the controller estimate that current energy prices are higher than future prices. So the optimal control policy defers allocating the energy until several periods later. As can be seen, CEMC reduces energy costs for all values of the parameters selected. As λ is increased, the effective cost of delay is increased, causing the algorithm to less aggressively reschedule devices, resulting in greater energy costs.
CONCLUSION
In the demand response of electricity grid, the reactive scheme could not accurately respond to a time-varying environment due to the lack of prediction capability. The fuzzy Markov game regards the uncontrollable demands, and the controller has good performance when the state space of electricity grid is large and continuous. The simulated annealing is introduced to balance exploration and exploitation in action selection. Through a proper training process, the proposed CEMC can respond to the system's dynamics and learn empirically without prior information on the environmental dynamics. The control policy of consumer devices can be determined by the well-trained energy management agent. Simulation results have shown that the proposed controller can regulate consumer behavior with the features of low average end-user financial costs and high consumer satisfaction.
